The Compleat Catalogue 
Of 


Beasts of Burden 
Of 


The Continent, Ofir and Skellige 


By Empty Dingo 


A Bestiary Expansion for THE WITCHER TRPG 


Have you ever thought that horses and other beasts of burden are somewhat generic in 
games? The fact is that these intelligent animals have quirks that give them personality. You 
are going to be spending weeks and months with your animal companions, so with this 
expansion you can give them the full NPC treatment. 


1 IMAGE CREDIT: pxhere.com (CCO Image) 


About Beasts 


Common beasts of burden; camels, horses, mules, ponies and oxen, are all grazing 
herbivores that form herds of several females around a single male. All have adapted to 
their native environments which, while quite varied, all feature large open areas with low 
vegetation and long lines of sight. Additionally, all these common beasts are food for 
predatory animals and monsters. None of these beasts find the idea of being killed and 
eaten particularly desirable, and have therefore developed certain common behaviors to 
avoid such a fate. Being aware of anything even remotely abnormal will alert a common 
beast to the possibility of being killed and eaten. Movement, either too fast or too careful, 
smells such as smoke or blood, and noises such as combat, the roar of a predator, or the 
cries of something else getting killed and eaten are likely to trigger fears of getting killed 
and eaten themselves. These beasts just want a simple life of eating, sleeping, and making 
little versions of themselves. When faced with the prospect of being killed and eaten, all of 
these common beasts have the same basic response: run away. 


To represent this instinct, common beasts of burden have an additional derived stat called 
MORALE. Common beasts will have a number of Morale points equal to their BODY stat. 
When commanded to approach a situation that the beast may believe they could get killed 
and eaten or any other unpleasant fate, they will hesitate, prompting a Riding check from 
their owner. If the Riding check is failed, the beast will lose as many Morale points as the 
check was failed by. When the beast loses half of their Morale, subsequent checks have a -2 
penalty. When the beast loses all of their Morale, they panic and attempt to flee. Common 
beats typically try to avoid stepping on people, but a panicked beast has no such regard. 


Morale will recover at a rate equal to the beast’s REC stat per hour once safe and out of 
danger. 


Purchasing Your Beast 


The base cost for beasts listed in this document assumes a wild or untrained animal. 
Untrained animals are difficult to control or work. A trained animal is much more valuable 
and easier to control. Trained animals cost 50% more than the listed price on the beast’s 
description. 


Controlling Your Beast 


One of the great benefits of a riding mount is the reduction in the rider’s fatigue. When 
riding, the rider takes half the normal fatigue for movement (walking will cost the rider 1 
STA/hr instead of 2, running [galloping] costs the rider 1 STA every other turn, and so on). 
Performing combat actions will still cost the rider their full STA, but defensive actions like 
dodging will cost the rider half because the animal is the one dodging. While this sounds 
pretty good, you are using the animal’s defensive base instead of your own, and most 
animals count as large targets. 


The skill used to give comments to your beast is Riding, regardless whether your beast is a 
camel, horse, mule, or ox. All beasts have a base DV to take commands, typically WILL x5 for 
untrained animals and WILL x3 for trained ones, unless otherwise noted. When giving 
commands to your beast, when your check is successful the beast will attempt to carry out 
the command to the best of its ability. A beast is controlled exclusively by the GM, so the 
player must tell the GM what they want their animal to do and the GM should reasonably 
accommodate the request. A beast cannot do what a beast cannot do; no amount of high 
rolls can ever command a donkey to cast spells. 


When training a wild or untrained animal to accept commands and to work, the skill used 
is Leadership. You must succeed on a number of Leadership checks equal to the beast’s 
WILL. There is also a time requirement, as training an animal to ignore its instincts and 
follow your commands takes a while. Beasts require 1 month of training for each point of 
WILL (about 1 hour per day, 5 days per week; more than this will be counterproductive). At 
the end of the month, make a Leadership check at the animal's WILL x5. For each 
subsequent month, reduce the value by one (WILL-1 x5 for the second month, WILL-2 x5 for 
the third, and so on). If you fail your check then the training must be repeated, making 
another check in two weeks. 


Traits 


There are certain animals that exhibit behaviors and mannerisms that are different from 
other animals of their type. These traits, both positive and negative, influence the beast’s 
behavior or abilities in different ways. Each type of beast in this document has a chance to 
have traits as determined on the chart below, which is noted in the animal’s description. 
When determining multiple traits, reroll any duplicate or contradictory result (Such as 
Strong and Weak). Random traits may also affect the sale price of an animal, increasing its 
value by 10% for each positive trait and reducing its value by 5% for each negative trait. 
Any traits a beast has automatically does not affect the price; these are already accounted 
for. 


Traits 


1-2 


Agile 
Alert 
Ambler 
Balker 
Biter 
Clumsy 
Courageous 


Dullard 


2 
3 
4 
5 
6 
7 
8 
9 


Easy Keeper 


-_ 
o 


Fleet 


Agile 
An agile beast is more 
nimble than most. +2 REF. 


Alert 

Alert beasts notice things 
better than others, and 
remain calm, giving subtle 
cues to their herd. +2 
Awareness, +1 bonus to 
Rider’s Awareness. 


Ambler 

A beat that can amble has 
an extra gait that is easy on 
the beast and its rider. For 
game purposes, the beast 
can trot/pace at walking 
fatigue cost. 


Balker 
The beast is obstinate and 
it's a battle of wills to get 


3-4 


Hardy 
Intelligent 
Jumper 
Kicker 
Loyal 
Nervous 
Poor Doer 
Rears 
Restricted 


Rough Gaited 


them going. +1 WILL, which 
adjusts the base DV for 
Riding. 


Biter 

The beast does not 
appreciate anyone standing 
in front of it. Anyone who 
stands near their head for 
a round or more will get bit 
(ld6é damage). 


Clumsy 

The beast is simply clumsy. 
It trips over pebbles, backs 
into things, and so on. -2 to 
all Control Rolls. 


Courageous 

The instinct of most beasts 
is to run from danger. Not 
this one. This beast fights 
instead of flees. When 


5-6 


Runaway 
Smooth Gaited 
Stayer 
Steady 
Strong 
Sullen 
Sure Footed 
Unsound 
Weak 


Willing 


panicked, it will — fight 
anything that comes close 
to it, friend and foe alike. 


Dullard 

This beast is perfectly 
content to stare at its feet, 
blissfully Unaware of its 
surroundings. Reduce it’s 
Awareness skill by 1. 


Easy Keeper 

The beast easily maintains a 
healthy weight. -20% food 
and stabling costs. 


Fleet 
This beast is a born runner, 
and is faster in all gaits. +2 
SPD. 


Hardy 
This beast is tough. +10 HP. 


Intelligent 

Easily the most complicated 
trait, this beast is weirdly 
smart. The following 
behaviors are present in an 

Intelligent animal: 

e Strong sense of self 
preservation. This 
beast will refuse to 
move if it thinks it may 
be injured, such as by a 
loose shoe or a binding 


yoke, and will 
automatically avoid 
obstacles without 


prompting. Trying to 
get the beast to move 


towards danger 
imposes a -3 Riding 
penalty. 

e Boredom. This beast 


gets bored easily. This 
can be countered by 
giving them work to do 
or possibly a toy. If you 
don't, your beast will 
make up its own games 
to play, which are 
almost always not 
amusing to anyone 
except the beast. 

e Tricks. This beast can 
learn up to 1d6+] tricks, 
such as “fetch” or “play 
dead”. It may perform 


these tricks without 
prompting so be 
mindful of what you 
teach it. 

Jumper 


The beast jumps higher and 
further than normal. 
Increase jump distances 
20% and +2 to Control Rolls 
involving jumping. 


Kicker 

The beast does not 
appreciate anyone standing 
behind it. Anyone who 
stands behind it for a 
round or more will get 
kicked. 


Loyal 

The beast is exceptionally 
loyal. If sold, it will escape 
and find its way back to its 
original owner. If its owner is 
threatened, the beast will 
fight in their defense. This 
loyalty can be transferred to 
a new owner, but requires 
the animal to be retrained. 


Nervous 
The beast is abnormally 
skittish and paranoid. -50% 
Morale. 


Poor Doer 

The beast can't keep a 
healthy weight and it has a 
dull coat no matter how well 
you treat it. 20% higher feed 
and stabling costs. 


Rears 

The beast doesn't care for 
work, and will let you know 
it. -2 on all Riding checks. 
On a failed Riding check, 
you must immediately roll 


twice on the Mounted 
Control Loss Table 
(Corebook, p70) for a 


personal result, taking the 
higher of the two. 


Restricted 
Whether bad genes or an 
old injury, this beast doesn't 


move as well as it should. -2 
SPD. 


Rough gaited 
The beast is simply hard to 


ride, excessively fatiguing 
the rider. Rider takes 
double normal riding 
fatigue. 
Runaway 


The beast doesn't care for 
work, and tries to make a 
break for it the first chance it 
gets. -2 on all Riding 
checks. On a failed Riding 
check, in addition to rolling 
on the Mounted Control 
Loss Table (Corebook, p.1'70), 
the beast also runs off 2d6 
xl00m in a random 
direction. 


Smooth Gaited 
The beast is uncommonly 
easy to ride. Rider takes half 


normal riding fatigue 
(minimum 1). 
Stayer 


The beast has exceptional 
stamina. +50% STA. 


Steady 
This beast has nerves of 
steel. +50% Morale. 


Strong 
This beast is stronger than 
most. +2 BODY. 


Sullen 

This beast is resentful and 
only puts in minimum effort. 
-2 to all skills. 


Sure-footed 

This beast can keep its feet 
even under the most 
extreme conditions. +3 on 
all Control Rolls. 


Unsound 

This beast, for whatever 
reason, is just not suited for 
labor, breaking down and 


Camels 


getting injured performing 
even average tasks. Y% ENC 
& END. 


Weak 
This beast just isn't as strong 
as most. -2 BODY. 


Willing 

The beast is amenable to its 
owners commands. -1 WILL. 
This can actually be risky to 
the beast, as its agreeable 
nature and desire to please 
its master may compel it to 
work itself past exhaustion 
or attempt to do things it 
knows it cannot do. 


Camels are herding herbivore mammals with distinctive fatty deposits known as 
"humps" on its back. Camels are working animals especially suited to their arid 
habitats and are a vital means of transport for passengers and cargo in these lands. 
Camels are quite uncommon in the Continent, with small herds extant in the 
Korath desert and within Zerrikania. They are much more common in Ofir, 
particularly among the tribes that live in the interior. 


1 BACTRIAN CAMEL 


2 ARABIAN CAMEL OR DROMEDARY 


5 POST CAMEL OF INDIA 


44 DROMEDARIES CAPARISONED 
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Camel 265 cr 


° Height 
Skill Bases fat shoulder) 200cm 


Athletics Weight 500kg 


Awareness Environment Arid Steppes & 
Deserts 


Courage Organization Herds 
Dodge & Escape 


Endurance 


Exceptional vision 
Melee 


Stealth 


Wilderness 
Survival Feral 
For purposes of Awareness and Wilderness 


i Survival, instinct gives them an INT of 7. 
Resistances 


Aversion to Risk 
Pep yeretion Api ays When a rider fails their Riding roll to guide 
them to a risky place, they will lose 1 point 
Immunities of Morale for every point the check was 
failed by. When they run out of Morale, 
they panic and run. 
If a rider is not present, use their Courage 


Immune to the Extreme alll insizeerel. 


Heat condition 


Morale 12 


Susceptibilities Unpleasant Odor 
Any creature approaching within 10m of a 
‘ camel once per day must make a DV 10 
Beast Oil Endurance check or be Staggered. 


Dodge Base 13+ Reposition Base Ti+ Block Base N/A 


Attacks 


Name TYPE Effect 
ae 
Bite Blunt None 


The Camelpath 


Roll 10d6+30 months for age. This will 
make your Camel a young adult and fully 
capable of work. 


Height 
e = (18+1d3) x10cm 


Color 
e ~=Roll1d10 for color. 
o 61-4: Grey (gray with a tan cast) 


Sex 
e ~=Roll 1d10 for sex: 
o 61-3: Male 
o ©6©4-7: Female 
© ~©68-10: Gelding 
Ungelded males become aggressive when they 
rut. Nonetheless, it is somewhat uncommon to 
castrate camels in Ofir for cultural reasons. 


Weight 
e (36+4d6) x1O0kg 


o ©5-7: Camel (the typical medium tan color) 


o 8-0: Russet (reddish tan color) 


Traits 
e Roll 1d10 -9. 


o §©6If the result is greater than O, roll that many times on the Traits table. 


Camel Derived Stats & Information 


Camels are strong and can carry 15x their BODY 
in kilograms. With a wheeled cart they can pull 5x 
that much. 


A camel has three gaits, Walk (equal to SPD in 
m/turn), Pace (SPD x2), and Gallop (SPD x3). 


A camel will expend 2 STA/hr walking as long as 
its ENC is not exceeded. Pace uses twice as much 
STA (4/hr). In combat, Walking uses O STA/Turn, 
Pace uses 1/Turn, and a Gallop uses 2/Turn. 


Camels are notoriously poor jumpers. They can 
barely manage to clear their own body length at 
a full gallop, and only about a dozen centimeters 
off the ground at that. Their leaping distance in 
meters is their Gallop/20 in length. 


Camels have exceptional eyesight, and can spot 
predators from 2-5km away in their native 
habitat. Their natural instinct is to run from 
danger, or spit & bite to defend themselves. The 
scent of a camel's cud is off-putting to most 
other animals, including horses, and can be 
counted as a natural defense. They tend to be 
more docile than horses and less sensitive to odd 
smells and sounds, but will still buck and flee 
when panicked. Camels have a reputation for 
spitting or biting humans, but that is more a sign 
of annoyance than orneriness. 


A Camel's high resistance to dehydration 
provides additional defense from the water 
element spell Anialwch. A camel will only receive 
Y2 the HP and STA damage from the spell. 


The base difficulty for Maneuvers and commanding a trained camel to approach a dangerous area 
or creature is DV 16 (WILL x4). Domesticated camels are kept in a semi-domesticated state, and retain 
some of their natural inclinations. Wild camels have a base control DV of 20 (WILL x5). 


Equines 


Equus is the family of mammals that covers horses, mules, and ponies. While very 
common for transport in the Continent, horses are uncommon for use in 
agriculture save for those localities that support yeoman farmers, where their 
higher cost of upkeep over oxen is offset by their increased efficiency and 
versatility. There is a native species of striped horse native to Ofir, but its 
temperament reputedly is wholly unsuited for domestication. 
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Horse (Carriage & Saddle) 345 cr 


This is what most people think of when you say “horse”. Carriage horses are bred for hauling carts 
and carriages, saddle horses are bred for riding. For game purposes they are interchangeable. 


Height 
Skill Bases (at shoulder) 
13+1d3 x10cm 


- Weight 
Athletics 36+4d6 x10kg 500kg 


Awareness Environment Plains 
Courage Organization Herds 
Dodge & Escape 


Endurance 
Keen vision, hearing & smell 
Melee 


Stealth 


Wilderness 
Survival 


Feral 
Resistances For purposes of Awareness and Wilderness 
Survival, instinct gives them an INT of 7 


Aversion to Risk 
When a rider fails their Riding roll to guide 
them to a risky place, they will lose 1 point 
of Morale for every point the check was 
failed by. When they run out of Morale, 
they panic and run. 
If a rider is not present, use their Courage 
skill instead. 


HP Immunities 


Trot 
(SPD x1.5) 


Cantor 
(SPD x2) 


Gallop ane 
(SPD x3) Susceptibilities 


Morale 
Leap 


Gallop/10 long, Beast Oil 
V/3rd that high 


Dodge Base 13+ Reposition Base T+ Block Base N/A 


Attacks 


Name ee TYPE | DMG REL RNG Effect ROF 
Hooves li+ Blunt 3d6+2 10 N/A None ] 


Horse (Heavy Carriage & War) 1065 cr 


Heavy carriage horses are large horses bred for calm temperaments befitting a draft animal. War 
horses are also large and possess a more fiery temperament suitable for combat. For game 
purposes they are interchangeable. 


° Height 
Skill Bases fat choulder) 170cm 


Athletics Weight 620kg 
Awareness Environment Plains 


Courage Organization Herds 


Dodge & Escape 


Endurance 
Keen vision, hearing & smell 
Melee 


Stealth 


Wilderness 
Survival 
Feral 


Resistances For purposes of Awareness and Wilderness 
Survival, instinct gives them an INT of 7 


Aversion to Risk 
When a rider fails their Riding roll to guide 
HP Immunities them to a risky place, they will lose 1 point 
of Morale for every point the check was 
failed by. When they run out of Morale, 
they panic and run. 
If a rider is not present, use their Courage 
Cantor skill instead. 


Trot 


Gallop Susceptibilities 


Morale 
Leap Beast Oil 


Dodge Base 14+ Reposition Base ]2+ Block Base N/A 


Attacks 


Name a TYPE | DMG REL RNG Effect ROF 
Hooves 12+ Blunt 4d6+2 10 N/A None ] 


Mule 135 cr 


A sterile hybrid of a donkey and a horse, known for their strength, endurance, and sure-footedness. 


° Height 
Skill Bases fatchouldeil 130cm 


Athletics Weight 320kg 

Awareness Environment Plains 

Courage Organization Herds 
Dodge & Escape 


Endurance 


Keen vision, hearing & smell 
Melee 


Stealth 


Wilderness 
Survival Feral 
For purposes of Awareness and Wilderness 


‘ Survival, instinct gives them an INT of 7 
Resistances 


Aversion to Risk 
When a rider fails their Riding roll to guide 
them to a risky place, they will lose 1 point 
of Morale for every point the check was 
failed by. When they run out of Morale, 
HP Immunities they panic and run. 
If a rider is not present, use their Courage 
Trot skill instead. 


Cantor Morale 


Gallop Susceptibilities Traits 
Automatically possesses the Intelligent, 
Sure-footed, and Strong traits. 
Leap Beast Oil These traits are already factored into the 
mule’s stats where applicable. 


Dodge Base Reposition Base 7+ Block Base N/A 


Attacks 


Name in TYPE | DMG REL RNG Effect ROF 
Hooves O+ Blunt 2d6+3 10 N/A None 1 


Pony 265 cr 


Ponies are smaller equines used for working in confined areas. They are also representative of 
naturally occurring horses in the wild. 


° Height 
Skill Bases jatchaulderl 130cm 


Athletics Weight 320kg 
Awareness Environment Plains 


Courage Organization Herds 


Dodge & Escape 


Endurance 
Keen vision, hearing & smell 


Melee 
Stealth 


Wilderness 
Survival 
Feral 
Resistances For purposes of Awareness and Wilderness 
Survival, instinct gives them an INT of 7 


Aversion to Risk 
When a rider fails their Riding roll to guide 
HP Immunities them to a risky place, they will lose 1 point 
of Morale for every point the check was 
failed by. When they run out of Morale, 
they panic and run. 
If a rider is not present, use their Courage 
Cantor skill instead. 


Trot 


Gallop Susceptibilities 


Leap Beast Oil 


Dodge Base Reposition Base Ti+ Block Base N/A 


Attacks 


Name as TYPE DMG REL RNG Effect ROF 
Hooves li+ Blunt 2d6+2 10 N/A None ] 


The Horsepath 


Age Sex: 
e Roll 10d6+30 months for age. This will e.§ 1-2 Stallion 
make your Equine a young adult and e 3-5 Mare 
fully capable of work. © 610Gelding 


Ungelded stallions have urges. Most people really 
don't want to deal with a 500 kilo animal when it 
starts rutting since they become rather 
aggressive. Working stallions are gelded to keep 
them docile. 


Height Weight 
e = (18+1d3) x10cm e (36+4d6) xl0kg 


Color 
e ~=Roll 1d10 for color. Points refers to the mane, tail, and leg color. 
o =. 1-5: Bay (brown body, black points) 
o ©. 6-7: Black 
o 8-0: Chestnut (red body, red or blonde points) 


e = Roll 1d 10 for color variations 
o 61-5: No variation 
° 66-7: Roll once on the modified table 
© ©68-9: Roll once on the patterned table 
o 10: both modified and patterned (roll one on both tables). 


Traits 
e Roll 1d10 -7. 
o If the result is greater than O, roll that many times on the Traits table above. 
o ~©6Reroll any result already rolled. 


Patterned (1d10) 
1-7 
White (a Pinto, but the white 


patches cover the whole 
animal) 


Pinto (has large white patches 
all over) 


Appaloosa (mottled light and 
dark spots with striped hooves) 


Modified (1d10) 
1-2 
Bay = Buckskin 


(buckskin — color 
with black points) 


Pale 
blue eyes) 


(cream w/ Bay = Yellow Dun 


(buckskin — color 
with black points 
and black vertical 


Gray (born a 
normal color but 
turns more gray 
with age) 


Bay = Bay Roan 
(brown head, 
black points, dark 
beige body) 


Black = Brown 
(black points) 


stripes 
upper 
one 
Chestnut = spine) 
Palomino (golden 


with white points) Black 


(slate-gray 
black points) 


Chestnut 
(light red 
body with dark 
red points 
red stripes 
like the 


Dun 


dark 


Dun) 


Equine Derived Stats & Information 


Horses can carry 10x their BODY in kilograms. 
With a wheeled cart they can pull 8x that much. 
Ponies and Mules can pull 10x their carry weight. 


Equines have good eyesight, hearing, and sense 
of smell. They are averse to loud noises, combat, 
the smell of blood, smoke, and predators, and will 
resist moving towards them. Their natural 
instinct is to run from danger. 


Equines are decent jumpers. Their leaping 
distance in meters is their Gallop/10 in length 
and 1/3rd that in height. When jumping, an 
equine always attempts its maximum height and 
distance. 


on the 
legs and 
down 


Black = Blue 
Roan (black head 
and points, dark 
to bluish gray 
body) 


the 


Grulla 

with 
Dark point 
Chestnut = Red 
Roan (dark red 
head and points, 
dark pink body) 


= Red 


and 

Blonde point 
Chestnut = 
Strawberry Roan 
(dark red head, 
blonde points, 
light chestnut 
body) 


Yellow 


An equine has four gaits, Walk (equal to SPD in 
m/turn), Trot (SPD x1.5), Cantor (SPD x2), and 
Gallop (SPD x3). 


An equine will not expend any STA while walking 
as long as its ENC is not exceeded. A trot uses 2 
STA/hr. A cantor uses twice as much STA (4/hr). In 
combat, Walking uses O STA/Turn, trot uses 
turn, cantor uses 2/Turn, and a Gallop uses 
3/Turn. 


The base difficulty for Maneuvers” and 
commanding a trained equine to approach a 
dangerous area or creature is WILL x3 (usually 
between DV 12-15). Wild or untrained equines 
have a base control DV = WILL x5. 


Oxen 


Oxen are castrated male bovines raised and trained to work as draft animals in 
agriculture and transportation. They are generally stronger and less costly to keep 


than horses, but are slower as well. Oxen are very popular in serfdom agricultural 
communities and in hilly and mountainous areas where horses have difficulty with 


heavy loads on inclines. 
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Oxen 


185 cr 


A castrated bovine used as a draft animal. 


Skill Bases 


Athletics 


Awareness 
Courage 
Dodge & Escape 
Endurance 


Melee 


Stealth 


Wilderness 
Survival 


Resistances 


Immunities 


Susceptibilities 


Beast Oil 


Dodge Base +10 Reposition Base 


Attacks 


Height 
(at shoulder) 
11+1d3 x10cm 


Weight 
18+4d6 xl0kg 320kg 


Environment Plains 


Organization Herds 


Keen vision, hearing & smell 


Feral 
For purposes of Awareness and Wilderness 
Survival, instinct gives them an INT of 7. 


Charge 
If a target is 10+m away from the ox, it may 
use a full turn to charge and make a Gore 
attack at -4. If successful, the target takes 
8d6 damage and is knocked back 3m. 
They may take additional ramming 
damage if they hit something within that 
3m. 


Aversion to Risk 
When a rider fails their Riding roll to guide 
them to a risky place, they will lose 1 point 
of Morale for every point the check was 
failed by. When they run out of Morale, 
they panic and run. 
If a rider is not present, use their Courage 
skill instead. 


Morale 14 


Traits 
Automatically possesses the Easy Keeper 
trait. 


Block Base N/A 


Name ATK Base TYPE DMG REL RNG Effect ROF 
Hooves 8+ Blunt 4d6 10 N/A None 1 


The Oxpath 


Age 
e Roll 10d6+40 months for age. This will 
make your Oxen a young adult and fully 
capable of work. 


Height 
e = (14+1d3) x10cm 


Color 
e Roll 1d10 for color. 
o 61-5: White/Cream 
o ©6©6-7: Red 
o =. 8-0: Black 


e ~=Roll 1d10 for color variations 
o 61-5: No variation 


6-7: Roll once on the modified table 


Sex 
e Always Gelding. 


Weight 
e —(70+10d6) x10kg 


ie} 
o 8-9: Roll once on the patterned table 
© 10: both modified and patterned (roll one on both tables) 


Traits 
e Roll 1d10 -9. 


o If the result is greater than O, roll that many times on the Traits table. 


Modified (1d10) 
White 
1-6 Grey Roan 


7-10 Red Roan 


Patterned (1d10) 
1-5 
Piebald 


Spotted areas of pigment on 
white, with white stockings 


Belted 
White around the midsection 


1-7 Brown 


Brindled black 


8-10 Brindled red 


Blazed 
White face or muzzle 


Oxen Derived Stats & Information 


Oxen can carry 10x their BODY in kilograms. With 
a wheeled cart they can pull 10x that much. 
Pulling an unwheeled load such as a plow is 5x 
their carry in kg. 


An ox has three gaits, Walk (equal to SPD in 
m/turn), Trot (SPD x2), and Gallop (SPD x3). 


An ox will expend 2 STA/hr walking as long as its 
ENC is not exceeded. Pace uses twice as much 
STA (4/hr). In combat, Walking uses O STA/Turn, 
Pace uses 1/Turn, and a Gallop uses 2/Turn. 


The base difficulty for Maneuvers” and 
commanding a trained ox to approach a 
dangerous area or creature is WILL x3 (usually 
DV 18). Untrained oxen have a base control DV = 
WILL x5 (usually DV 30). 


References 


In spite of appearances, oxen are decent jumpers. 
Their leaping distance in meters is_ their 
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